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This official seal is your assurance that Nintendo has reviewed this product 
and that it has met our standards for excellence in workmanship, reliability 
and entertainment value. Always look for this seal 
when buying games and accessories to ensure 


complete compatibility with your Nintendo product. 


Seal of Quality 


Official 


All Nintendo products are licensed by sale for use only with other authorized 
products bearing the Official Nintendo Seal of Quality”. 


Thank ‘ you for selecting the Tetrisphere™ '* Game Pak for your | Nintendo® 64 system. 


Please read » his instruc Ction DOO <let | horou ighly to ensure maximum enjc yment of 
your new game. Save this booklet for future reference 


| 








KIDS TO ADULTS This product has been rated by the 
eg Entertainment Software Rating Board. 
iss | For information about the ESRB rating, 
‘ 4 | or to comment about the appropriate- 
a | ness of the rating, please contact the 





, ESRB ESRB at 1-800-771-3772. 
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THE NINTENDO” 64 CONTROLLER © 


Control Stick Function 

The Nintendo 64 Control Stick uses an analog system to read the angles 

and directions of its movement. This allows subtle control that is not pos- - 

sible using the conventional %* Control Pad. me Holding the Nintendo 64 Controller 


When turning the Control Deck power ON, do not move the Control Stick eh While playing Tetrisphere, we recommend 
from its neutral position on the controller. ; you use the hand positions shown at left. 
Yi By holding the controller like this, you can 
operate the * Control Pad freely with your 
left thumb. Using your right thumb, you can 
Ri easily access the A, B or C Buttons. By 
If the Control Stick is held at an angled position . using your left and right index fingers, you 
(as shown in the picture on the left) when the can operate the L and R Buttons as well. 
power is turned ON, this position will be set as 
neutral. This will cause games using the Control 
Stick to operate incorrectly. 


To reset the neutral position once the game has . 
started, let go of the Control Stick so it can i Connecting the Nintendo 64 Controller 
return to its center position (as shown in the pic- 1 To play any of the one-player game modes, connect a controller to any 
ture on the left) then press START while holding Me of the controller sockets located on the front panel of the Control Deck. 
the L and R Buttons. | For two-player games, connect a second 
" controller to any other socket. Player 1 will 
use the controller connected to the lowest 
number socket. To change the connection 
during a game, switch the POWER to OFF, 
7 make any controller connection changes, 
The Control Stick is a precision instrument - make sure not to spill liquids fe then return the POWER to ON to resume 
or place any foreign objects into it. If you need assistance, contact ie play. 
Nintendo Consumer Assistance at 1-800-255-3700 or your nearest 
Nintendo Authorized Repair Center*”. 


You must use two controllers to play the 2-Player VS. Mode. 


RON vt 


Ta re ea 
PLY a sont est ee Bey aa 


; 1M p| 
oa Bt ts i . 


eo ea ne a 








Start 


Start and pause t 


Controller Functions: ) 


+ Control Pad Move cursor = I 2 menu items 


A Button 
B Button 
Z Button 


Drop pieces - Select menu items 
Grab and slide pieces - Back up through menu screens 
Drop pieces - Select menu items 


or. 
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L Button 
R Button 
( Button 
Cv Button 


Move sphere closer 0: 
Move sphere away froms 


Reset puzzle (puzzle 


ot 


Pes 
nT D 
} 


Use magic item (except 











Screen (puzzle mode only) 





Before Starting the Game 


Correctly insert the Game Pak 
into the Nintendo 64 Control 
Deck and move the POWER 
switch to the ON position. When 
the demo begins, press START 10 
display the title screen. Press 
START again fo display the Game 





Mode menu. 158? NINTENDO GAME DESIGN BY Rell DUTERTAINMENT CORP. 
TETRISPHERE™ LICENSED TO NINTENDO SY THE TETANS COMPANY. 


Starting the First Time 
When the Control Deck is turned on and the game is 
started for the first time, you will immediately be taken 
into a tutorial session. It is advisable to make sure you 
are trained in the basic fundamentals before jumping 
right in and playing the game. Without learning the 
basics, you might find things to be a bit more difficult. 








Training gives you the tools you will need to become an accomplished 
Tetrisphere player. Your choices are BASIC, ADVANCED and PUZZLE training. We 
recommend sai a peek at all of them before —— a new (ae 








The Select Screen 

Selecting SINGLE will advance you to the 
single player game select screen. Before 
starting a game you can load an existing 
name, change or add a new name, as 
well as select your robot of choice, Press . 7 

START fo move the cursor to the mode bec menu. For details about each 
mode see Single Game Modes beginning on page 14. 
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sone) ccasi ~ | See VS Game Modes beginning on 

page 16. 





Practice 

In this mode you can play at your leisure, 
setting the parameters to fit your comfort 7 fe 
level. Hone your skills to perfection before —— 
trying them on the real thing. 
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Options 

Choose AUDIO to change various sound sef- 
CE ad tings. DATA EDIT will let you edit your saved 

| information. SCORES will display the high 
scores. Select CONTROLS to view the controller 
configuration. 





How To Play 


Tetrisphere is a game where you must arrange like-shaped pieces together, 
then break them out in order to achieve your goal. Pieces can be arranged 

on any side of each other just as long as they are flush when you attempt a 
break. In the bottom left corner of the screen you will see the pieces available 
to drop. The piece rotating is the one you currently control. There must be at 
least two like pieces together before you can drop. If you are uncertain, look 
at the cursor. The cursor will glow white, indicating that it is OK to drop. To 
move a piece into place, simply press and hold the B Button to grab it, then 
use the + Control Pad to maneuver it. When making your drop, press the A 
Button to drop the piece on or next to the like pieces to eliminate them from 
the sphere. It can get tricky sometimes! Pieces lined directly underneath also 
count. Remember, a drop must be made before you will be allowed to remove 
any pieces and advance to the next piece. 
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If you place a piece incorrectly you will 
lose one of your hearts. If you make 
three bad drops on the sphere, the 
game is over. Your ultimate goal is to 
reach the core of the sphere. The vari- 
ous modes offer different and unique 
quests, in many of which exposing the 
core is only part of your goal. 





Power Pieces 
Power pieces are the key to completing spheres with style, not to mention 
completing them more efficiently. Power pieces are created when you break 
between three and nineteen pieces at once. To know how many pieces you have 
broken out, look to the top right corner of the screen and you will see a “combo 
counter.” When you do a combo, little white balls will fly out and rain down 

onto the sphere, turning any piece they hit into a glowing power piece. The 
advantages of using these pieces are enormous. Power pieces can be slid up and 
over other pieces on the sphere, but only one block high. Power pieces will allow 
you to create higher combos. For example, if you begin your break on a power 
piece, the pieces connect- 
ed to and after it will 
break slower. The advan- 
tage to this is that while 
the pieces are slowly 
breaking, you will have 
extra time to break other 
pieces, adding to the 
combo count. 





Power Piece 





Another way that power pieces help you is to reduce the 


the screen you will see an orange and blue Speed Meter 
icon. The purpose of this is to regulate how much time you 









is added to the meter. If you are good enough, you can 
effectively keep the Speed Meter in the blue and never 
have to worry about the sphere moving too close. 










When the blue meter empties and turns yellow, the sphere 
will slowly start moving toward the screen. If the sphere 

gets too close and hits the screen, you will be forced into a 
bad drop. When the yellow meter empties and turns to red, 
you are really in trouble! The use of power pieces will help 











spend on a sphere. While playing, the meter will empty. 





to reduce this threat. When power pieces are broken, time 





Occasionally a question mark icon will appear among the pieces 
| in your “nex?” lst. This is the “Wild Card Piece.” When this 
| piece is next, it will change and “morph” into every piece 
type. The Wild Card Piece allows you to make a drop onto 
any legal set of pieces. Although the shadow of your cursor 
7 1 cee the singe of uy pte wees 
| slide and drop onto any piece on the sphere. 
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magic, its icon will appear at the bottom of the Speed Meter. To use your 





- Peels off the top layer of the sphere. 





- Destroys a massive area of pieces. 


Ray Gun 
- Slices and removes pieces through to the core. 
























Single Game Modes 


Rescue 

This mode is fairly straightforward. You 
must remove pieces from the sphere to 
rescue your robot friends from the core. 
Sound easy? Think again! There are 100 stages, and they tend to get a little 
“unfriendly” as you progress through the ranks. 





Hide & Seek 

Hide & Seek is very similar to Rescue, but with a 
twist. You will be given instructions on what needs to 
be done for each sphere. Simply breaking out pieces 
will not always be your goal. Where are your friends? 
Well, you will find them at the core of every fifth stage, but it’s not always 
going to be easy. 
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Puzzle 
Here you will find 100 of the craftiest puzzles around! In each level you will 
be given a certain number of Drags and Drops. To drag a piece, press and 
hold the B Button over the desired piece and use the + Control Pad to move it 
where you like. To make a drop, just move the cursor over the piece you wish 
to remove and press the A Button. If you think you've made an error, just use 
the C4 Button to reset the puzzle and give 
ita second Mg To provide alternate distance 
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Time Trial 
Forget those robots, th this mode i is 
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it can also be played against the computer. a : 
Choose your favorite ‘bot, then take on the ri rest. 
When n you ne ed tosop D your quest, you can! Your a 
progres | in all Single ga ame ‘Modes is auto-saved 
to Game Pak memory, allowing y you fe to conti j peor 16 for details 
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on playing the VS modes. 4 i 
pe a Ga2s 440 
The “1X” under your score is your + multe 2500 (EF | 


Besides dropping on pieces, there e are other way 
they can be broken. These techn niques 
your “X-value.” To learn these 
niques, you must finish oh asic Advance Hei tl ning, DX vol is available 
in all modes and, just like powe wi will ‘red it the Speed Meter threat. In 
Time Trial it will only help youre a re, ao Fv concle do a combo worth 10,000 
points with a 3X value, for 30, 000 points! The higher your X-value, the higher 
you score! The highest X-value is 20; but to reach it, you must use paavanced 
techniques. Are you ready? 
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When playing VS games, fhe rules change slightly If you think the tear 

of Spee Meter Ta VOL have only bequr 10 experience Dark pieces can, noweve 1elp you turn the fables on the opponent 
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Introducing The ‘Bots 


If you are looking to make some new friends, you can find them right 
here. These miniature mechanized puzzle buffs stand by to assist you in 
conquering the sphere. Each ‘bot has its own special abilities to better 
suit your gaming needs. 


Speed and Power 

Speed and Power determine the ‘bots’ effectiveness on the sphere. 
“Speed” determines how fast you can move the cursor and “Power” 
controls how fast you can move while dragging a piece. Will it be 
speed or strength? You decide! 


Wheels 

Wheels has well-rounded talents, possessing 
equal skills in both speed and power. 
He will make an excellent first choice. = 






ments and lightning-fast 
reflexes! 


[POWER pepe | | | | | | 








Rocket —, 
The fastest ‘bot in the West! 7 
You might want to choose / 
Rocket for his quick move- 
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Although Gear is not quite as fast as Rocket, you | 
might find his increased Power more suitable. 












Turbine 
ast and powerful? He st Turbine is the third fastest of all the 


Stomp 
If you want big-time 
muscle, Stomp is 
your ‘bot! Herculean 
in strength, but a 
\ > little slow on the 













Gyro 
Gyro leaves ‘em spinning 
every time! Though not 
as gifted as Stomp in 
strength, Gyro's speed 
picks up where Stomp’s 
leaves off. 
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Jak i A 
You just might not find a finer ‘bot 
than Jak! If you think the name 
sounds cool, just wait ‘till you see him 
perform. With abilities that rank next 
to Wheels and Gyro, it’s “Game over, 
man. GAME OVER!” 
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IMPORTANT: BEEP 


WARNING: Copying of any Nintendo game is illegal and is strictly prohib- 
ited by domestic and international copyright laws. “Back-up” or “archival” 
copies are not authorized and are not necessary to protect your software. 
Violators will be prosecuted. 


This Nintendo game is not designed for use with any unauthorized 
copying device. Use of any such device will invalidate your Nintendo prod- 
uct warranty. Nintendo (and/or any Nintendo licensee or distributor) is not 
responsible for any damage or loss caused by the use of any such 
device. If use of such device causes your game to stop operating, discon- 
nect the device carefully to avoid damage and resume normal game play. 
lf your game ceases to operate and you have no device attached to it, 
please contact your local authorized Nintendo retailer. 


The contents of this notice do not interfere with your statutory rights. 


This manual and other printed matter accompanying this game are pro- 
tected by domestic and international copyright laws. 


The rental of this game without permission of Nintendo or its licensees 
is strictly prohibited. 


For further information or assistance, please contact: 
Nintendo Consumer Assistance Hotline 

1-800-255-3700 (U.S. and Canada) 

Or your local authorized Nintendo retailer. 





WARRANTY AND SERVICE INFORMATION: ~ ®ev-! 


3-MONTH LIMITED WARRANTY 

(For Hardware, Game Paks, & Accessories) 

Nintendo of America Inc. (“Nintendo”) warrants to the original purchaser that the product (hard- 
ware, game paks and accessories) shall be free from defects in material and workmanship for 
a period of three (3) months from the date of purchase. If a defect covered by this warranty 
occurs during this three (3) month warranty period, Nintendo will repair or replace the defective 
product or component part, at its option, free of charge. 


ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only) 

Nintendo warrants to the original purchaser that the hardware product shall be free from 
defects in material and workmanship for an additional three (3) months beyond the original 3- 
month warranty period described above. If a defect covered by this warranty occurs during this 
additional 3-month warranty period, Nintendo will repair the defective hardware product or com- 
ponent free of charge. The original purchaser is entitled to this additional 3-month limited repair 
warranty only if the Consumer Proof of Purchase Card (attached to the hardware packaging 
when sold) is returned promptly after the date of purchase to Nintendo by the original purchas- 
er or the original purchaser's retailer. 


WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY 
You may need only simple instructions to correct any problem with your 
product. Cali the Consumer Assistance Hotline at 1-800-255-3700 rather than going to your 
retailer. Hours of operation are 6 a.m. to 9 p.m., Pacific Time, Monday - Saturday, and 6 a.m. to 
7 p.m., Pacific Time, on Sundays (times subject to change). If the problem cannot be solved 
over the telephone, you will be referred to the nearest NINTENDO AUTHORIZED REPAIR 
CENTER™ or you will be offered express factory service through Nintendo. In some instances, 
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED 
FOR LOSS OR DAMAGE, to the nearest service location. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS 
NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON- 
LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY 
DEVICES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS 
MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREA- 
SONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR 
WORKMANSHIP; OR (d) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED, OR 
REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MER- 
CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED IN 
DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 
MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSE- 
QUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED 
OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW 
LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCI- 
DENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights, and you may also have other rights which vary 
from state to state. Nintendo’s address is as set forth on the back cover of this manual. 


This warranty is valid only in the United States. 
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